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I. OVERVIEW. The object of the BEAN MACHINE is to maneuver 33 
beans from one trough to another. The beans begin at the 
bottom. They are carried up an elevator. On the way they may 


fall onto some ramps which will carry them to one of five 
teeter-—totters. If they reach the top of the elevator, they are 
moved across the top of the machine via a conveyor belt. At the 
end of the conveyor they fall into a chute with a trap door. If 
the trap door is closed, they are diverted to a ramp. 
Otherwise, they fall through the trap door toa one of the 
teeter—-totters. What you must do is maneuver the teeter-totters 
to get the beans to their final destination as quickly as 
possible. Of course, it’s not as easy as it sounds. Spiders 
like to eat the beans, and so does Horrible Mitch (he usually 
just steps on them). Also, the beans are very fragile; if you 
let them collide, they break. 


Each bean is worth 100 points at first. For each second it 
takee you to get the bean to its destination, it loses a point 
in value. A bonus will be added to your’. score depending upon 
how long it took you to get all 33 beans home. 


All ages can play the BEAN MACHINE. It has beginner , 
intermediate, and advanced levels of play. 


II. REQUIRED COMPONENTS. 


Cassette version: 
ATARI 410 program recorder 
24K RAM 
One ATARI joystick controller 


Diskette version: 
ATARI 810 disk drive 
24K RAM 
One ATARI joystick controller 


III. LOADING THE PROGRAM. 


i. Remove any program cartridge from 
the cartridge slot(s) of your 
computer console. 

2. Plug an ATARI joystick controller 
into jack 1 in the front of your 
computer. Turn on your TV set 
(or other display device) and Educational Software, 


Inc. 


be sure to turn up the volume. 4565 Cherryvale Ave. 


Soquel, CA 95073 


3S. If you have the cassette version ‘’ 
yr 408-476-4901 


of THE BEAN MACHINE: 
a. Turn your computer off. 


bis 


b. Insert the BEAN MACHINE 
cassette into the recorder’s 
casette holder and press 
REWIND on the recorder until 
the tape rewinds completely. 
Then press PLAY to prepare 
the program recorder for 
loading the program. 

c. Hold the START key down and 
turn on the computer. 

d. When you hear a beep, 
release the START key and 
press the RETURN key. The 
program will load into 
computer memory and start 
automatically. 

If you have the diskette version 
of THE BEAN MACHINE: 

a. Turn your computer off. 

b. Turn on your disk drive. 

Use drive one (D1) if you 
have more than one drive. 

ec. Wait until the BUSY light on 
the drive goes out, then 
open the drive door and 
insert the BEAN MACHINE 
diskette into the drive 
with the label up 
in the right-hand corner 
nearest you. 

d. Turn on your computer. The 
program will load into 
computer memory and start 
automatically. 


IV. THE FIRST DISPLAY SCREEN. 

You may wish to watch the first display screen for a while 
before playing. It will give you an idea of what's "good" and 
what's "bad". When you’re ready, just follow the instructions 
on the screen. 


Ve. SELECTING LEVEL / STARTING 

The first time you press START, a screen will appear asking you 
to select your desired level of play. Use the SELECT key to 
toggle the level between BEGINNER, INTERMEDIATE, and ADVANCED. 
At the harder levels, you must be faster (and you ‘ll prabepry be 
quite frustrated if you try them before you’re ready). 


VI. HOW TO PLAY "THE BEAN MACHINE". 

After you have selected your skill level and have pressed START, 
a new set of beans will roll in from the left. When the first 
bean reaches the elevator, the clock starts and the game 
begins. 


The elevator may be stopped and started by pressing the stick 
button. If the beans are coming too fast, stop the elevator for 


a minute. If you wish to feed some more beans to the machine, 
press the button several times in succession. 


Now comes the hard part. When the beans begin to reach the 
teeter- totters, you must start moving. The joystick is your 
BEAN MACHINE controller. You will notice that one of the 
teeter-totter pivots is brighter than the others. This is the 
one that your stick is currently controlling. Pulling left = oan 
your stick tilts the teeter-totter left; pulling right, tilts it 
right. When you want to change teeters, just push up or down. 
The bright pivot will move between teeters. 


At the beginning oft the game, each bean is worth 100 points. 
From the time the bean starts up the elevator until it reaches 
its destination, it loses value at the rate of one point per 
second. When it reaches the top trough, its remaining value is 
added to your score. 


Be careful not to let the beans collide with each other. You 
will lose one and possibly both. If this happens, a new bean 
will replace the one which broke, but the new bean will assume 
the value of the bean when it broke — the new one will not start 
with 100 points. 


From time to time, a spider will fall from the conveyor. When 
he falls he is red. Look out. When he’s red, he loves beans. 
When he’s climbing, he’s too busy thinking about it, and you can 
get him. He's worth 20 points. 


Horrible Mitch is the other guy to avoid. He's one of the 
little monsters which bounce up and down at the end of the 
teeter-totters. If you time it right, you can roall the beans 
under him. 


Little Mickey is the other guy that bounces at the end of the 
teeters. Just bang into him - he likes it and you get 20 
points. 


Masked Mumbo is the guy who hops around near the center of the 
teeters. He has this idea that he can balance the teeter, but 
if he gets in the way, shove him aside. You get 20 points 
again. 


VII. FREEZING/RESTARTING/REPLAY ING 

If you want to rest, you can press the space bar to freeze the 
game. Pressing it again will allow the game to resume. 

You may restart the game at any time by pressing the START key. 
When the game is over, you may replay by pressing START. 


The BEAN MACHINE screens, game design, software, and music are 
copyright 1983 by Steve Robinson. 


Atari is a registered trademark of 
Warner Communications, Inc. 


